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Amendments to the Claims: 

This listing of claims will replace all prior versions, and listings, of claims in the 

application: 

What is claimed is: 

1. (Original) A gaming machine comprising: a display part for displaying a state 
of a game; and a game control means for controlling the state of the game in 
accordance with information input by a plurality of players; wherein the plurality of 
players include at least one real player and at least one virtual player who is not a real 
player and the players play the game against each other, the gaming machine 
comprising: 

a responding image data storage means for storing image data to be displayed 
selectively on said display part as an image of the virtual player on a predetermined 
occasion of the game being played on the gaming machine, the image data comprising 
a plurality of response image data of each virtual player; 

wherein said game control means has the virtual player participate in the game 
being played on the gaming machine so that the response image data stored in said 
image data storage means is displayed on said display part at a predetermined timing 
depending on a state of the game being played on the gaming machine. 

2. (Original) The gaming machine according to claim 1 , where in the 
predetermined 

timing comprises a timing at which a change is about to occur, a change is occurring, or 
a change has occurred in the game state with at least one player among the plurality of 
players playing the game with the gaming machine. 

3. (Previously Presented) A gaming machine comprising: a display part for 
displaying a state of a game; and a game control means for controlling the state of the 
game in accordance with information input by a plurality of players; wherein the plurality 
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of players include at least one real player and at least on virtual player who is not a real 
player and the players play the game against each other, the gaming machine 
comprising: 

an image taking means for taking an image of the real player, said image taking 
means being installed in the gaming machine; 

an image data storage means for storing a plurality of image data that are 
displayed on said display part as images of the virtual player and the real player; 

a response image data storage means for storing response image data of each 
virtual player in relation to the state of the game, the image data being displayed as an 
image in said display part at a predetermined state of the game played with the gaming 
machine; 

a detection means for detecting player insufficiency in playing the game with the 
gaming machine; and 

a virtual player selection means for selecting the virtual player according to a 
detection result by said detection means; 

wherein said game control means has the virtual player participate in the game 
being played with the gaming machine, the virtual player being selected by said virtual 
player selection means according to the detection result by said detection means; and 

wherein said game control means causes said display part to show an image of 
the real player being taken at a predetermined timing by said image taking means, and 
the response image data being stored by said response image data storage means 
according to the state of the game being played with the gaming machine. 

4. (Previously Presented) The gaming machine according to claim 3, 
wherein the predetermined timing comprises a timing at which a change is about to 
occur, a change is occurring, or a change has occurred in the game state with at least 
one player among the plurality of players playing the game with the gaming machine. 

5. (Original) The gaming machine according to claim 1 , wherein each virtual 
player 
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is set to have each predetermined personality such that a first virtual player shows a 
first response image corresponding to a first expression, which differs from a second 
expression corresponding to a second response image by a second virtual player on at 
least one state of the game or a change of the state of the game. 

6. (Original) The gaming machine according to claim 2, wherein each virtual 
player is set to have each predetermined personality such that a first virtual player 
shows a first response image corresponding to a first expression, which differs from a 
second expression corresponding to a second response image by a second virtual 
player on at least one state of the game or a change of the state of the game. 

7. (Original) The gaming machine according to claim 3, wherein each virtual 
player is set to have each predetermined personality such that a first virtual player 
shows a first response image corresponding to a first expression, which differs from a 
second expression corresponding to a second response image by a second virtual 
player on at least one state of the game or a change of the state of the game. 

8. (Original) The gaming machine according to claim 4, wherein each virtual 
player is set to have each predetermined personality such that a first virtual player 
shows a first response image corresponding to a first expression, which differs from a 
second expression corresponding to a second response image by a second virtual 
player on at least one state of the game or a change of the state of the game. 

9. (Previously Presented) A server controlling gaming machines via a 
communication line, wherein each gaming machine comprises: a display part for 
displaying a state of a game; a game control means for controlling the state of the 
game in accordance with information input by a real player, and an image taking means 
for taking an image of the real player and wherein a plurality of players including at least 
one virtual player who is not a real player play the game again each other, the server 
comprising: 



4 



Docket No.: 3022-14 
Client No.: ARF-025US 
File No.: 1227.42950X00 



PATENT 



an image data storage means for storing image data to be displayed on said 
display part as an image of the virtual player or the real player; 

a response image data story means for storing response image data of each 
virtual player in relation to the state of the game, the image data being displayed as an 
image on said display part at a predetermined state of the game played with the gaming 
machine; 

a detection means for detecting player insufficiency in playing the game with the 
gaming machine; and 

a virtual player selection means for selecting the virtual player according to a 
detection result by said detection means; 

wherein said game control means has the virtual player participate in the game 
being played with the gaming machine, the virtual player being selected by said virtual 
player being selected by said virtual player selection means according to the detection 
result by said detection means; and 

wherein said game control means causes said display part to show at least one 
of an image of the real player being taken at a predetermined timing by said image 
taking means, and the response image data being stored by said response image data 
storage means according to the state of the game being played with the gaming 
machine. 

10. (Previously Presented) A computer program recorded on a computer 
readable medium for execution by a gaming machine comprising: a display part for 
displaying a state of a game; a game control means for controlling the state of the 
game in accordance with information input by a real player; and an image taking means 
for taking an image of the real player; wherein a plurality of players include at least one 
virtual player who is not a real player play the game against each other, the gaming 
machine further comprising: an image data storage means for storing a plurality of 
image data to be displayed on said display part as an image of the virtual player or the 
real player; a response image data storage means for storing response image data of 
each virtual player in relation to the state of the game, the image data being displayed 
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as an image on said display part at a predetermined state of the game played with the 
gaming machine; the execution of the program resulting in the game machine: 

detecting player insufficiency in playing the game with the gaming machine; 

causing a virtual player to participate in the game being played with the gaming 
machine the virtual player being selected according to a detection result by said 
detection means; and 

displaying on said display part at least one of an image of the real player being 
taken at a predetermined timing by said image taking means and the response image 
data being stored by said response image data storage means according to the state of 
the game being played with the gaming machine. 

1 1 . (Previously Presented) A gaming machine comprising: a display part for 
displaying a state of a game; and a game control means for controlling the state of the 
game in accordance with information input by a plurality of players; wherein the plurality 
of players include at least one real player and at least on virtual player who is not a real 
player and the players play the game against each other, the gaming machine 
comprising: 

an image taking means for taking an image of the real player, said image taking 
means being installed in the gaming machine; 

an image data storage means for storing a plurality of image data that are 
displayed on said display part as images of the virtual player and the real player; 

a response image data storage means for storing response image data of each 
virtual player in relation to the state of the game, the image data being displayed as an 
image in said display part at a predetermined state of the game played with the gaming 
machine; 

a detection means for detecting player insufficiency in playing the game with the 
gaming machine; and 

a virtual player selection means for selecting the virtual player according to a 
detection result by said detection means; 

wherein said game control means has the virtual player participate in the game 



6 



Docket No.: 3022-14 PATENT 
Client No.: ARF-025US 
File No.: 1227.42950X00 

being played with the gaming machine, the virtual player being selected by said virtual 
player selection means according to the detection result by said detection means; and 
wherein said game control means causes said display part to show an image of 
the real player being taken at a predetermined timing by said image taking means, or 
the response image data being stored by said response image data storage means 
according to the state of the game being played with the gaming machine. 

12. (Previously Presented) A gaming machine including a display part for 
displaying a state of a game, and a game control means for controlling the state of the 
game in accordance with information input by a plurality of players playing the game 
against each other, wherein the plurality of players include at least one real player and 
at least one virtual player who is not a real player, the gaming machine comprising: 

a responding image data storage means for storing image data to be displayed 
selectively on said display part as an image of the virtual player on a predetermined 
occasion of the game being played on the gaming machine, the image data including a 
plurality of response image data for each virtual player: 

wherein said game control means has the virtual player participate in the game 
being played on the gaming machine so that the response image data stored in said 
image data storage means is displayed on said display part at predetermined timing 
depending on a state of the game being played on the gaming machine, and said game 
control means select the response image data based on game condition data for each 
real player. 

C l a i m 13. (Previously Presented). The game machine according to claim 1, 
wherein said game control means (i) determine a quality of play of the game by each of 
the at least one real player and (ii) select the stored image data to be displayed such 
that the displayed image of the virtual player represents a play tactic of that virtual 
player corresponding to the determined quality for play of the at least one real player. 

C l a i m 14. (Previously Presented). The game machine according to claim 13, 
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wherein the quality of play of the game by each of the at least one real player is 
determined based on (i) past play history of that real player, including one or more of 
number of time betting, betted quality, average betting time, and number of wins, and 
(ii) and personality of that real player, including one or more of carefulness, degree as a 
gambler, decisiveness and gaming strength. 

Claim 15. (Previously Presented). The server according to claim 10, wherein said 
game control means (i) determine a quality of play of the game by each of the at least 
one real player and (ii) select the stored response image data to be displayed such that 
the displayed image of the virtual player represents a play tactic of that virtual player 
corresponding to the determined quality for play of the at least one real player. 

C la im 16. (Previously Presented). The server according to claim 15, wherein the 
quality of play of the game by each of the at least one real player is determined based 
on (i) past play history of that real player, including one or more of number of times 
betting, betted quality, average betting time, and number of wins, and (ii) and 
personality of that real player, including one or more of carefulness, degree as a 
gambler, decisiveness and gaming strength. 

Claim 17. (Previously Presented). The computer program according to claim 10, 
wherein the execution of the program also results in the game machine: 

determining a quality of play of the game by each of the at least one real player; 

selecting the stored response image data to be displayed such that the displayed 
image of the virtual player represents a play tactic of that virtual player corresponding to 
the determined quality for play of the at least one real player. 

C l aim 18. (Previously Presented). The computer program according to claim 17, 
wherein the quality of play of the game by each of the at least one real player is 
determined based on (i) past play history of that real player, including one or more of 
number of times betting, betted quality, average betting time, and number of wins, and 
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(ii) and personality of that player, including one or more of carefulness, degree as a 
gambler, decisiveness and gaming strength. 



C l a i m 19. (Previously Presented). The game machine according to claim 12, 
wherein: 

the game condition data represents a quality of play of the game by each of the 
at least one real player; and 

said game control means select the response image data such that the 
displayed image of the virtual player represents a play tactic of that virtual player 
corresponding to the quality for play of the at least one real player. 

Cla i m 20. (Previously Presented). The game machine according to claim 19, 
wherein the quality of play of the game by each of the at least one real player 
corresponds to (i) past play history of that real player, including one or more of number 
of times betting, betted quality, average betting time, and number of wins, and (ii) and 
personality of that real player, including one or more of carefulness, degree as a 
gambler, decisiveness and gaming strength. 
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